Strategy and purpose. An ever-increasing incorporation of technology into apparel products is seen (MarketResearch.com, 2016) . However, apparel curriculums do not typically teach how to integrate electrical components into garments, leaving a knowledge gap for students entering the workforce. To address this gap, a wearable technology learning unit and project was developed and implemented in an undergraduate creative design studio class.
Implementation. The course description is "exploration of the creative process and sources of inspiration with emphasis on wearable art; experimentation of advanced design problem solving, alternative materials, fabric manipulation, and pattern-making techniques." The course includes the creation of three wearable art ensembles, each guided by a design brief. This paper reports on one of those projects, whose design brief required the incorporation of electronic components. Students had previous knowledge of apparel construction, textiles and patternmaking, but no previous experience with electronics. First, to build foundational knowledge of electricity, circuits, and methods for working with sewable electronic components and conductive textiles, the instructor developed and delivered a series of PPT lectures based on assigned readings from Designing with Smart Textiles (Kettley, 2016) . Learnings from lectures were supported and reinforced with in-class and homework activities. Next, to promote deep understanding this knowledge, hands-on exercises were designed based on the Experiential Learning Cycle (Kolb, 1984) . The cycle includes four stages: "(1) having a concrete experience followed by (2) observation of and reflection on that experience which leads to (3) the formation of abstract concepts (analysis) and generalizations (conclusions) which are then (4) used to test hypothesis in future situations, resulting in new experiences" (McLeod, 2013) . The order of the exercises was structured to create a continuing, building cycle of learning. Each exercise built on the knowledge gained and questions raised in the previous exercise, spurring interest in the next exercise (Table 1) . Components used in the exercises included sewable LEDs with built-in resistors, sewable battery holders, 3V coin cell batteries, and conductive thread (Figure 1) .
Effectiveness of the strategy and future plans. Using the Kolb (1984) Experiential Learning Cycle to structure the knowledge-building of sewable circuits was effective in helping students overcome their initial fears of working with electricity. The learning atmosphere was fun and playful ( Figure 2 ). Each success (or failure) spurred the students on to further experimentation and further knowledge gains. Students were able to use their sewable circuits knowledge to design and produce their creative wearable garment ensembles, even branching out to learn about and incorporate additional electronic components. The exercise will be used again. A written component (e.g. worksheet) will be added for students to later reference their knowledge gained. 
